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Introduction 



Overview 



Spelling Genie is four different spelling games rolled into one. You can play the 
games by yourself or with a friend. You can enter your answers using the com- 
puter keyboard or a joystick controller, or a combination of the two. 

Each game uses ten words. You can choose one of the Spelling Genie's nine 
word lists, or you can type in your 0Wr> lists; which you can sav€f on diskette or 
cassette. Using your own lists lets you turn your weekly spelling assignment 
into a game! 

The four games use your word list in different ways. Pop On flashes a word 
briefly You repeat the spelling of the word. Mix Up displays a word scrambled 
up. You unscramble it, spelling it correctly. Vbwels displays a word with a 
blank space in place of each vowel. You figure out what's missing and then 
spelt the complete word. Tip Off dispiays the length of a word along with a one- 
letter clue. If you don't enter the correct spelling of the word within five or six 
seconds, the clue disappears and another letter displays. When you're ready 
to whip through all variations, you can choose the Tournament option, in 
which you play each game without stopping between games. 

Required accessories 

ATARI BASIC Language Cartridge 

• Cassette version 

16K RAM 

ATARI 410 Program Recorder 

• Diskette version 

24KRAM 
AIARiSlOO 

Optional accessories 

• One ATARI Joystick Controller per player 

• ATARI printer or ecfWvalent printer 
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Getting started 



leading Spe/(jng Genie into 
computer memory 

1. Insert the ATARI BASIC Language Cartridge in the cartridge slot of yoyr 
connputen 

2. If you plan to use the joystick option^ plug player #rs joystick controller 
into the first controller jack of your computer console. Plug player #2's 
joystick into the second controller jack. 

3. If you plan to have the spelling word lists printed, be sure tp connect your 
AI>VRI printer to your syste#i arvd turn it efi; 

4. If you have the caBsme vBf^n of SpBtting Genie: 

a. Turn on your TV set. 

b. Connect your program reoorder to the computer and to a wall outlet. 

c. Slide the Spelling Genie eas^ette in the program recorder's cassette 
holder and press REWIND on the recorder until the tape rewinds 
completely. Then press PLAY. 

d. Hold down the START key while you turn on the computer. Press the 

RETURN key two times to start the loading of the tape into computer 
memory. 

e* When the tape finishes loading, the program will start automatically. 
If you have the diskette version of Spelling Genie: 

a. Have your computer turned OFF. 

b. Turn pn your disk drive. 

c. When the BUSY light goes out, open the disk drive door and insert the 
Speiling Gen/e diskette with the label in the lower right-hand comer 
nearest to you. (Use disk drive one if you have more than one drive.) 

d. Turn on your computer and your TV set. The program will load into 
computer merrrory and start automatically. 

2 Getting started 




After th^ program loads into computer rnemory, the title and copyright notice 
display as the genie goes to^^w^ 
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The Genie's menu 



Introduction 

Shortly after the genie finishes showing off, the menu of games and options 
; displays. It looks like this: 

THE GENIE'S MENU 
WORDBANK 
POP ON 
VOWELS 
MIX UP 
TIP OFF 
TOURNAMSNT 
HOW MANY? 10 . 
PLAYERS? 1 

Figure 1 Game selection 

What the menu items mean 

POP ON, VOWELS, MIX UP, and TIP OFF are your game choices, and TOUR- 
NAMENT is the four-game option. Before playing a game, you must first go to 
the WORD BANK and select one of the word lists that comes with Spelling 
Genie, or type in your own ten words. 

You use the HOW MANY? option only when you're piaylng with a friend. It 
refers to thenumber of words you want each game to run through. PLAYERS? 
refers to the number of players. (If you're playing by yourself , make sure "1 " 
appears next to PLAYERS artd then continue.) If you're playing with a friend, 
you have to set HOW MANY? to 2, as explained later. If you play witha friend, 
read the sections describing the HOW MANY? and PLAYERS? options before 
starting a game. 



Selecting menu items 

To select an item on the menu, you move the arrow to the game or option you 
want. You can move the arrow in two ways. You can press the OPTION key to 
move the arrow down. After pointing to the last item, the arrow begins again at 
the top of the list. Or, you can move the arrow down the list t)y pushing the 
joystick toward you and up the list by pushing the Joystick aWay from you. 
Make sure that the red button is at your upper left and that you use the joystick 
plugged into the first controller jack. 
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Try both ways. Then, to signal the computer you want to activate a game or 
option, press either the SELECT key or the red joystick button. Since you 
must select a word list before you can play any of the games, move the arrow 
to WORD BANK and then press the SELEGT key or the red joystick button. 

WORD BANK 

After you select Word Bank, a list numbered from one to ten displays, with 
dots you replace with letters, if you decide to use your own list of words. The 
screen looks like this: 

YOUR WORD BANK 



1.^ 

2 ' _ 

3. } <ESC> I DISK I 

4.. START MENU 

5. ., I SELECT I WORDS j 

6 I OPTION I PRINT I 

7 < I I 

8 

9 



Figure £ Word bank 

You use the Word Bank option to do any of four things: 

• save or load a word list on cassette or diskette 

• type your own list of ten words 

• select one of Spelling Genm's word lists 

• print an existing word list 
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Typing youK own list 

Entet your own list by typing one wdrd on each of the ten Hn^ Use lowercase 
letters only, and don't use any punctuation marks (like , or ' or " 

After you type a word, press the RETURN key or the DOWN ARROW to drop 
ctown to the next line. You can move anywhere arou^ 

the words by using the UP, DOWN, LEFT, and RIGHT ARROW keys, A blink- 
ing dot Of letter (represented by a "/^.'^ in the figure at>d^ 
you are on the list. Try it. 

If you make a spelling mistake, you can erase letters by spacing or backspac- 
Ing over them* To erase allien worcls at once and start over; press the SHIFT 
and CLEAR keys at the same time. 

You can return to the Word Bank screen at any time during a game, either to 
type a new list, or to change some of the words, or to cx>rrect a misspelled 
word. Just press the START key to return to the menu and then press SELECT 
to display your word list in the Word Bank. 

Selecting one of SpeZ/in^ Genie's lists 

SpBinng Qenie comes with nine word lists. Each list has a theme. To choose 
one of these lists, press the SELECT key. The nine themes^^^^^^^ 



0 


NONE 


1 


ANIMALS 






3 


FRtJlTS 


4 


VEGIES 


5 


YOUR BODY 


6 


INSIBE YOU 


7 


VEHICLES 


8 


HOME 


9 


THE E AHTH 



Figure 3 Word lists 

The 0 1 NONE is there in case you decide you don't want to change the current 
word list after all. (When you press the zero key, the nine titles disappear and 
the first letter of the first word on the current list blinks, telling you that you can 
workon the list, if yoii wa^ 

^ choose any of Spelling Genie's word lists, press its number key. For exam- 
ple, to use the VEHICLES word list, press the 7 key. The computer takes a few 
seconds to choose ten words and then returns you irnnrieciiately to the menu. it 
does this so you can play the games without knowing what the words are go- 
ing to be* But if you want to know ahead of time, or if you want to change or 
print the list you selected, just return to the Word Bank from the menu. 
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Printing a word list 



Printing a word list is easy if you liave an ATARI printer connected to your sys- 

tern and turned on. Once you have a word list (either one you typed yourseli or 
one you chose from Spelling Genie), press the OPTION key while irr the 
WORD BANK. Spelling Genie then prints the current list. For example, a BUG- 
ABOOS word list prim#Uk© this: 

, *** YOUB, SPELLING WOBDS ** * 

1. orieltet;..... 

2. ^nd>t> 

3. butterfly.., 
4» f !Le3« ...**•*« 

8* moth........ 

6. fly. ........ 

7. wasp 

8. hornet...... 

10. aphid....... 

Figure 4 Printed worclU§t 

If your printer isn't ready, the message "PRINTER?" displays to remind you to 
turn it on. 

(Past.. .if you press the OPTION key without specifying a word list, the printer 

prints a blank form, which you can use to write in your words!) 

B^tmnin2 to Spelling Qem 

When you finish using the Word Bank optiom press the START key SfyeUing 
Genie returns you to the menu and you can select a game or another option. 
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Storing word lists on cassette 
or diskette 



If you have the diskette version 
oi Spelling Qenie 

Because the Spelling Genie diskette is unnotched to protect the software 
against accidental erasure, you can't store your word lists on that diskette. 
Therefore, if you want to store your lists on diskette, you must use another 
diskette, which must be formatted. Format your diskette before loading Spelh 
ing Genie into computBr memory and creating your <mn \fi/ord Hst To format a 
diskette, follow these steps. ^ 

1. Insert a diskette containing the Disk Operating System (DOS) II files 
In your disk drive. 

2. Type DOS to display the D0S menu. 

3. If you wish to save your wQrd lists on another disk^ 

DOS H diskette and insert the new diskette in your disk drive. 

4- Type I to select option I, "Format Disk," on the DOS menu. {Note, 
When you select, option I, all files currently on the diskette will be 

5. Now turntd the -Getting Started" section of this manual to load Spe//- 
/ng Gen/e into computer memory. Onpe you createyowr o^ 
you're i^ady to stor-e in on your formatted diskett 

Saving a word list —both versions 

Tosavea list of words you've entered, press the ESC key at the upper left 
corner of the keyboard. The message *'SAVE OR LOAD" appears on the TV 
screen. Press the "S" key to SAVE ym^ wmi Vm. The message "ENTER 
FILENAME" then appears. ^^^^^ ^^^^ 

a word list to diskette 

1. Insert yQur formatted diskette into >«ii«^4isk^ 

2. Type in a niame for your word list. Begin the name with a letter and 
make the name no longer than eight letters. When you press the RE- 
TURN key, the program stores your word list on the diskette. (If you 

V decide not to save your list after all, press the RETURN key without 
entering a name.) 

8 TheGeme'smenu 




Saving a word list to cassette 

1. Make sure your program recorder is x^nnected to your computer and 
to a wall outlet. 

2. Insert a blank cassette into your program recorder and press RE- 
WIND to rewind the tape to the beginning. 

3. Then press PLAT and RECORD on your program recorder When 

Spelling Genie asks you to enter a filename., type C: . The letter "C" 
followed by a colon tells the Genie to aave yoiir list to the cassette. 
After entering C: , press the RETURN key. 

4. You'll hear two beeps. Press the RETURN key again to store your 
word list on the ca^^tte. 

5. It's a good idea to write on the cassette the starting and ending tape 

counter numbers indicating the location of your file on the cassette 
(for example, "0 - 25 Ann's word list"). 

Loading a word list into 
computer memory 

To load a list of words you've previously saved, press the ESC key. When the 

nnessage "SAVE OR LOAD?" appears, press the "L" key for LOAD. The mes- 
sage "ENTER FILENAME" then appears. 



Loading a word list from diskette 

1. Insert the diskette containing your stored word list into the disk drive. 

2. Type in the filename you used when you stored the word list on the disk- 
ette and press the RETURN key. 

3. The word list should then load into the Spe///ng Genie W 

Loading a word list from cassette 

■ - - . i 

t. Make sure your prgjgiram re(;order is connected to your jeomputer and to 
at wall outkit* 

2. Insert the oassette with your word list into the program teoorder and 

press REWIND until the tape rewinds fully. 

3. Then press PLAY on the program recorder to prepare the tape for load- 
ing into computer memory. 
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4. Type C: and press the RETURN key on the computer keyboard. 



5. After a beep sounds, press the RETURN key again to load your word list 
into the Spelling Genie Word Bank. 

The five game variations 

You use the same methods to play all four games and to use the Tournament 
option. Before describing these methods, we'll look at the five game varia- 
tions. Then pick a game to try out as you read about how to play. 

POP ON 

One at a time, a word from your current list flashes briefly on the screen^ which 

looks like this (using a word from the BUGABOOS list): 

pop on 



5:00 



aphid 



A 

SCORE: 0 

Figure 5 Pop On display screen 

(The five-minute timer displays only when you play alone.) Jo score a point, 
you must spell the word correctly, entering the letters where the arrow is point- 
ing. If you spell the word incorrectly and then press the RETURN key or the 
red joystick button to signal the end of your word, nothing happens. That's 
Spelling Genie's way of telling you the word isn't spelled correctly, so try again. 

If you don't catch the word the first time, don't worry. It flashes every five or six 
seconds. 
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MIX UP 



One at a time, a word from your current list displays on the screen with the 
letters scrambled. For example, the word "aphid" might look like this: 

mix up 
5:CX) 



dpiha 



A . 

SCORE: 0 
Figure 6 Mix Up display screen 

(The five-minute timer disptays only when you play alone.) To score a point, 
you must unscramble and spell the word correctly, entering the letters where 
thearrow is pointing. Just likePopGn, Spelling Genie won't accept your word 
if you spell it incorrectly. 

VOWELS 

One at a time, a word from your current list displays on the screen with blank 
spaces In place of the vowels a, i, o, and u. (Vowels are usually the trickiest 
part of speUing a word c^rrect^^^^^^^ the word ''aphid" might look 

like this. 

vowels 



3:00 



--\ ---:--v.v;:; SC0RE:0 ' 

Figure 7 Vowels display scP^ 

(The five-minute timer displays oniy when you play alone.) To score a point, 
you supply the missing vowels and spell the whole word correctly, entering the 
letters where the arrow is pointing. Just like Pop On, Spelling Genie won't ac- 
cept your iRi^rd^M 
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TIP OFF 



A line the length of one of your word bank words displays on the screen. One 
letter from your word displays in its correct positidri on the Hhe. After a few 
seconds, that letter disappears and a different letter clue displays. For exam- 
ple, the word "aphid" might look like this: 

tip off 
B:0O 



A 

SCOIiE;0 
Figure 8 Tip Off display screen 

(The ffve-mrniite timer displays only when you play alone.) To score a point, 
you must guess the word and spell it correctly, entering the letters where the 
arrow Is pointing. Spelling Genie yNOf\*taeoBp^ if you spell it incor- 

rectly. 




The Tournament option autcmiatically runs through all four games; one after 
the other. Spelling Genie always uses ten words for each game in Tournament 
play, and so a perfect score is forty. 
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How to play the games 



When you play alone 

You may use either the joystick controller plugged into the first jack, or the 
keyboard to enter ten, twenty, thirty, forty, or fifty words and pick your options, 
or you can use bothi lr^ e«;h gaine, a small arrow beneath the word entry line 
shows your current position. 

Entering words with the joystick controller. You can move left and right 
along the word line by pushing the joystick left and right. Now move the joy- 
stick toward you or away from you. Letters start appearing forward or back- 
ward through the alphabet. To spell a word with the joystick, push the joystick 
until the letter you want appears, and then move the arrow to the next letter 
s^ace and repeat the first step. When you finish spelling the vmrd, press the 
red trigger button to signal the end of the word. ; : : 

If you spelled the word correctly. Spelling Genie whistles, awards you a point 
and continues the game. If you misspelled the word, Spelling Genie ignores 
your signal, and you should try again. " 

To correct a word, move to the letter you want to replace and cycle through the 
alphabet again until you reach the letter you want. You can move the arrow 
right or left without erasing letters by using the right arrow ( — » and left arrow 
«— )Keys onthe compiprter keyboard. ^ 

Entering words using the keyboard. You can also enter words on the word 
entry line by typing the letters from the keyboard. As you type a letter, the ar- 
row moves to the next space. When you're finished, press the RETURN key. 

If you spelled the word correctly. Spelling Gen/a lets out a short whistle, 
awards you a point and continues the game. If you misspelled the word, Spell- 
/ngGeA?/e ignores your signal^^nd you ^s ^^^^^^^^^^^^^^^^^^^ ^ 

To correct a word, move to the incorrect letter(s) by backspacing and retype 
the letter(s). You can also move the arrow right or left without erasing letters by 
using the right arrow ( — » and left arrow (<— ) keys on the computer key- 
board. ■ - ^;.>"-'^ 

Scoring. When you play along, the games display a countdown clock at the 

top of the screen. The clock is set for five minutes. You have five minutes to 
enter as many correct spelling words as possible. The clock^tops automati- 
cally while the computer chooses, mixes, and otherwise scrambles the words. 
The game ends when either the five-minute timer runs out or when you've en- 
tered ail fifty woids correctly. A perft^ score is fifty (eKcefk for Tournament, 
when it's forty). ? 
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When you play with alriend 

Selacting the two-player option. When you play Spelling Genie with a friend, 
you must first use the PLAYERS? option to set the games for two players. 
Move the arrow down to PLAYERS? and then press the SELECT key or the 
red joystick button to display a 2. Now you can choose a game or another op- 
tion. (If you want to play a ganfie alone, go back to the PLWERS? option and 
presstheSELECTkey again to display a 1.) 

Selecting the number of words per game. Spelling Genie goes through ten 
words for each two-player game. Howeven you can change this number to 

twenty, thirty, forty, or fifty if you want. To do so, move the arrow on the Spelling 
Genie menu to the HOW MAISIY? option and then press the SELECT key or the 
red joystick button until the number you want displays. Now you can choose a 
game or another option. (You can change this number by going back to the 
HOW MANY? option and pressing the SELECT key or the red joystick button 
until your desired number appears.) 

Entering your names. When you use the two-player option, Spelling Genie 
asksyou to enter two names. At this point, if you only press the RETURN key, 
Spe///ngf Gen/e assumes player 1 and player 2. Otherwise, you can use the 
keyboard to type in the name of the person using the first joystick and press 
the RETURN key. Then type in the name of the person using the second joy- 
stick and press the RETURN key again. For your chosen game, each player's 
name displays over a score area arid a word entry line. 

Using your joysticks. When you play with a friend, you both use joysticks to 
spell yoiiT vwrds. Read atjout how to use the joysticks under-* When you play 
alone.'' 

Scoring. When you play with a friend, the games aren't timed and no count- 
down clock displays on the screen. Vbu race against each other to be the first 
to enter a word correctly on your word entry line. A game ends when you've 
reached the numt>er of words you c*icm in the H 
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When you face hard words 

If you find a word too hard, you can tell Spelling Gen/e to skip it and go on to the 
next one by pressing the SELECT key. You might want to do this during a 
game of Mix Up, where the letters are scrambled. 

If you want to quit a game before it end$ 

if you want to stop playing before a game is over, press the START key to re- 
turn to the Spelling Genie menu. 
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SPELUNG GENIE 
by Dale Disharoon 

• TVirn your weekly spelling lists into 
games 

• Use the nine lists included or add 
your own 

• Play alone or with a friend 



ling Geoie uses a game 
apjuroach iof hdlpiii^ childreh 
master their spelling assignments. 
Kids will want to use this class- 
room-tested program again and 
again. And teachi^rs and parents 
will appreciate the program's ver- 
satility. Along with nine spelling 
lists included.in the program, you 
can add your own lists. 

Spelling Genie uses four different 
approaches ior mastering word 
reeognitioa and spelling skills. In 
Pop On, a word flashes briefly and 
the child then types in the same 



word. In Mix Up, all the letters of a 
word display in random order and 

the child types in the unscrambled 
word. In Vowels, a word displays 
with blanks in place of vowels, 
and the child types in the com- 
plete word. In Word Whizzer, ten 
words display in a column and a 
spinner displays opposite one of 
the words; the child activates the 
"whizzer" by typing the word oppo- 
site the spinner. Spelling Genie 
also has a tournament option for 
playing all iour games consecu- 
tively. In each exercise, players 
can't go on to another word until 
typing the current one correctly, 
but tli# i^ograin helps in vaiioua 
ways to avoid discouragement. A 
child playing the games alone 
works against a countdown clock. 
Two children playing the games 
completa against each other lor 
the winning score. Children can 
also print their spelling lists for 
further study. 



Requires: 

ATARI BASIC 

Language 

Cartridge 



Cassette 
(APX-10145) 

Program 
Recorder 
16K RAM 



Diskette 
(APX-20145) 
ATARI 
Disk Drive 
24K RAM 



Optional: 
One ATARI 
Joystick 
Controller 
per player 
ATARI printer 
of equivalent 
printer 



* 
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About the autiior 



) 



Dale Disharoon 



You can tell that the author of 
Spelling Geaie knows a lot about 
how children learn. Dale Disha- 
roon taught combination classes 
of kindergarten through second 
grade in a small school in Mendo- 
cino^ Caliiornia^ lor three years. 
When the school system bought 
an ATARI Home Computer, Dale 
began to write the imaginative 
programs that have delighted 
and educated children ever since. 
Dale's college studies prepared 
him to work in children's TV 



programming, and he's led work- 
shops in puppetry since then. 
He's co-author of a book on ATARI 
Pilot games, to be released soon. 
He and his wife, Ann, moved to 
Fairfield, lowa, to pufsue aninter* 
est in l^anscendental Meditation 

at the Maharishi International 
University community, but 
they're now returning to their 
home state of C alitor nia, where 
Dale is devoting full time to 
writing computer programs for 
children. 
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